LISA THE TABLETOP: RANDOM ENCOUNTERS 
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For use with the LISA Tabletop Roleplaying Game. 
D20 Bandits 

Assorted human opponents, to be mixed and matched as you please or rolled randomly as encounters. 
There is a 1/100 chance that each of them will come back as a Joy mutant at a later date if killed. 
01: Nemo Atreides 
A swarthy wrestler with some Sikh moves 
4D10 HP 
Attack for D6+3 Damage, +3 to hit 
2 Agility, 4 Dodge Chance 
Cosmic Chop: D10+3 Damage, Inflicts Paralysis, usable every 3 turns 
Tiger Uppercut: D10+3 Damage, usable every 2 turns 
Poke Vital Points: 3 Damage, Inflicts Weirdness, usable every 2 turns 
500 XP 
02: Harman Waits 
A down on his luck lounge singer 
3D10 HP 
Attack for 1D6+1, +1 to hit 
3 Agility, 5 Dodge Chance 
Soul Burner: AOE, 1 Damage, Inflicts Crying, usable every 3 turns 
Haunting Melody: AOE, 1 Damage, Inflicts Wary, usable every 5 turns 


Screech: AOE, 1 Damage, Inflicts Bleeding, usable every 5 turns 
400 XP 

03: Stilgar O’Hardgay 

A muscular hoodlum clad scantily in leather 

4D10 HP 

Attack for D6+4, +4 to hit 

1 Agility, 3 Dodge Chance 

Chainwhip: D10+4 Damage, inflicts Fallen, usable every 4 turns 
One Inch Punch: 2D10+4 Damage, usable every 3 turns 

600 XP 

04: Vince Kropotkin 

A Biker of the Apocalypse 

4D10 HP 

Attack for D6+3, +3 to hit 

2 Agility, 4 Dodge Chance 

Rocksalt: 3 Damage, Inflicts Poison, usable every 2 turns 
Birdshot: 3 Damage, Inflicts Blindness, usable every 2 turns 
Buckshot: AOE, D10+3 Damage, usable every 3 turns 

500 XP, Drops a Bicycle when beaten 

05: Pracha “Kip” Rojjana Sukchai 

A highly skilled massage therapist 

3D10 HP 

Attack for D6+1, +1 to hit 

2 Agility, 4 Dodge Chance 

Group Rate: AOE, restores D20 HP, usable every 3 turns 

Happy Ending: Adds Refreshed, usable every 3 turns 

Rubdown: Adds Ironbody, usable every 3 turns 

400 XP 

06: Hondo Mishima 

A sensitive soul 

4D10 HP 

Attack for D6+3, +3 to hit 

3 Agility, 5 Dodge Chance 

Live an Intact Tile: Adds Ironbody and Cool, usable every 3 turns 
Die a Shattered Jewel: 2D10+3 Damage, usable every 3 turns 
500 XP 

07: Derry MacFinnegan 

A legendary highwayman 

2D10 HP 

Attack for D6+2, +2 to hit 

6 Agility, 8 Dodge Chance 

Kneecap: D10+2 Damage, Inflicts Fallen and Weird, usable every 5 turns 
Gut Shot: D10+2 Damage, Inflicts Bleeding and Poisoned, usable every 4 turns 
400 XP 

08: Takashi Smith 

A flashy martial artist 

4D10 HP 

Attack for D6+3 Damage, +3 to hit 


3 Agility, 5 Dodge Chance 

Fireball: D10+3 Damage, Inflicts Burning, usable every 3 turns 
Flashbang: AOE, 3 Damage, Inflicts Blind, usable every 5 turns 
500 XP 

09: Jackson Burbridge 

A perpetually intoxicated roadagent 

3D10 HP 

Attack for D6+4 Damage, +4 to hit 

5 Agility, 7 Dodge Chance 

Drink and Drive: Heals D20 HP, Adds Drunk, usable every 3 turns 
Swerve: 4 Damage, Inflicts Wary, usable every 3 turns 

Exhaust: AOE, 4 Damage, Inflicts Crying, usable every 3 turns 
600 XP, drops booze 

10: Douglas “Wheels” Miike 

A heavily armored gatling gunner 

6D10 HP 

Attack for D6+4 Damage, +4 to hit 

2 Agility, 4 Dodge Chance 

3 Armor 

Time to Gatle: AOE, D10+4 Damage, usable every 5 turns 
Focus Fire: 2D10+4 Damage, usable every 3 turns 

1,000 XP 

11: Eusebio Hellstrom 

Aknife wielding surgeon 

3D10 HP 

Attack for D6+1 Damage, +1 to hit 

4 Agility, 6 Dodge chance 

Anesthetic: | Damage, Adds Paralyzed, usable every 3 turns 
Blade Lick: 1 Damage, Adds Scared and Crying, usable every 3 turns 
Second Opinion: AOE, 1 Damage, Adds Pissed, usable every 5 turns 
600 XP 

12: Roger Burris 

A professor of meteorology 

3D10 HP 

Attack for D6+2 Damage, +2 to hit 

2 Agility, 4 Dodge Chance 

Lightning Rod: AOE, 2 Damage, Paralysis, Usable every 5 turns 
Rainstorm: AOE, 2 Damage, Adds Wet, Usable every 3 turns 
Drizzle: AOE, Adds Refreshed, usable every 5 turns 

500 XP 

13: Varley Ertekin 

A butcher, eager to show you how sausage is made 

5D10 HP 

Attack for D6+6 Damage, +6 to hit 

0 Agility, 2 Dodge Chance 

The Daily Grind: AOE, D10+6 Damage, Inflicts Bleeding, usable every 5 turns 
Charbroil: D10+6 Damage, Inflicts Burning, usable every 3 turns 
1,000 XP, drops lots of good quality jerky/sausages 


14: Ymar Fruhlinger 

A cleaner 

3D10 HP 

Attack for D6+3 Damage, +3 to hit 

8 Agility, 10 Dodge Chance 

Mop Up: 3 Damage, Inflicts Wary and Weird, usable every 4 turns 
Bleach: 3 Damage, Inflicts Poison and Confusion, usable every 4 turns 
Mister Sandman: 3 Damage, Inflicts Sleep, usable every 2 turns 
600 XP 

15: Gilbert Humphrey 

A robed and hooded figure 

3D10 HP 

Attack for D6+1 Damage, +1 to hit 

Mysterious Powder: Adds Rage, usable every 3 turns 

Throw Shade: Adds Hidden, usable every 2 turns 

400 XP 

16: David Fledderjohn 

A bomb throwing anarchist 

2D10 HP 

Attack for D6+2 Damage, +2 to hit 

1 Agility, 3 Dodge Chance 

2 firebombs, AOE, 2D20 Damage 

300 XP 

17: Aaron Wolfe 

A gangster in a banana hammock 

4D10 HP 

Attack for D6+3 Damage, +3 to hit 

4 Agility, 6 Dodge Chance 

Pose: 3 Damage, Adds Stun, usable every 3 turns 

Oil Up: 3 Damage, Adds Oiled, usable every 3 turns 

Hot Stuff? D10+3 Damage, Adds Burning, usable every 4 turns 
600 XP 

18: Dover Hannifin 

Avery angry man 

3D10 HP 

D6+6 Damage, +6 to hit 

1 Agility, 3 Dodge Chance 

Flurry of Blows: D10+6 Damage Adds Confusion, usable every 4 turns 
Berserker: Adds Rage, usable every 3 turns 

600 XP 

19: Jerry Vandenberg 

A master chef 

3D10 HP 

Attack for D6+2 Damage, +2 to hit 

4 Agility, 6 Dodge Chance 

Stew. 2 Damage, Adds Burning, Poison and Bleeding, usable every 4 turns 
Free Sample: 2 Damage, Adds Scared and Pissed, usable every 4 turns 
Soup s On: Heals D20, usable every 2 turns 


500 XP 
20: Severian Uberwald 
A cruel man 
5D10 HP 
Attack for D6+5 Damage, +5 to hit 
5 Agility, 7 Dodge Chance 
2 Armor 
Penitence: Adds Cool, usable every 2 turns 
Sublimation of Blood: AOE, Adds Cover, usable every 3 turns 
Swing for the Fences: 2D10+5 Damage, usable every 3 turns 
Mark of Sacrifice: 5 Damage, Adds Taunted and Wary, usable every 4 turns 
1,000 XP 
D6 Mutants 
Former humans somehow transformed into bloated, meaty mutants that act only on their most primitive 
urges. Some are hostile to basically everyone, while others sit placidly unless provoked. It’s almost 
unheard of to encounter more than one at a time. 
1: Osmund 
Your standard slow, strong, stupid beast. 
10D10 HP 
1 Agility, 3 Dodge Chance 
9 Resistance to Stun, Paralysis, Fallen. Immune to Pissed 
Roll 1D8 every turn to determine his behavior 
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2,000 XP 

2: Beefsteak 

This one’s 90 percent legs. Don’t let his size fool you, he’s fast. 

8D10 HP 

6 Agility, 9 Dodge Chance 

6 Resistance to Bleed, Burning and Poison, 9 to Blind and Crying. Immune to Scared 
Roll 1D6 every turn to determine his behavior 


Scream: AOE, +3 to hit, Inflicts Fear 


Glare: +3 to hit, Inflicts Weirdness 
Cough up Blood: Take D4 Damage 


Cry: Inflicts Crying on self 
Scratch: Attack for 2D10 Damage, +3 to hit 


Hee Bite Down Hard: Attack for 3D10 Damage, +3 to hit 


2,000 XP 

3: Maury 

Long of limb and twisted of form. Has some unusual techniques for a mutant 

9D10 HP 

2 Agility, 4 Dodge Chance 

9 Resistance to Fallen, Stunned and Wary, 6 to Weird and Poison. Immune to Oiled and Crying. 
Roll 1D8 every turn to determine his behavior 
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2,000 XP 

4: Mister Pink 

So fat it can barely move. Soaks up damage and hits like a truck. 
15D10 HP 

0 Agility, 2 Dodge Chance 

9 Resistance to Confusion, Stun, Paralysis. Immune to Fallen 
Roll 1D10 every turn to determine his behavior 


Scratch: Attack for 3D10 Damage, +1 to hit 
ee Bite Down Hard: Attack for 4D10 Damage, +1 to hit 
Neck Break: Attack for 5D10 Damage, +1 to hit, can instant kill 


4,000 XP 

5: Raul 

Covered in a thick layer of calluses. Chews its food for too long. 
10D10 HP 


2 Agility, 4 Dodge Chance 

4 Armor 

9 Resistance to Pissed and Scared, 6 to Crying, Blind, Confused. Immune to Stunned and Confused. 
Roll 1D8 every turn to determine his behavior 


Scream: AOE, +2 to hit, Inflicts Fear 
Glare: +3 to hit, Inflicts Weirdness 
3 Cry: Inflicts Crying on self, Heals 2D20 


5-7 | Scratch: Attack for 3D10 Damage, +2 to hit 
Bite Down Hard: Attack for 4D10 Damage, +2 to hit 


2,000 XP 

6: Earl 

Vaguely triangular in shape. Deadly accurate. 

8D10 HP 

1 Agility, 3 Dodge Chance 

6 Resistance to Burning, Taunted and Wary. Immune to Scared and Burning. 
Roll 1D6 every turn to determine his behavior 


Gnaw: Attack for 2D20 Damage, Inflicts Bleeding and Wary, +2 to hit 


Scream: AOE, +5 to hit, Inflicts Fear 


Glare: +5 to hit, Inflicts Weirdness 


Scratch: Attack for 2D10 Damage, +5 to hit 
fee Bite Down Hard: Attack for 3D10 Damage, +5 to hit 


2,000 XP 


